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Ready to get going? Read this section to get the basic controls tor movement 
attacking, arstf progressing through the game. 

(JAMIFHV < ONTKOIS 

Here are the default moves you need for combat 

These are the basic cnmmand&for MDH Sharpshnnter. Fnnr other 
conhguntinns aro offered |> Eiynnnifm on p. St, 

ACTION BinTON 



Move Forward/Back, Slrafe LefVHighl 


$ 


Center View 


V (pressed down) 


Toggle Crouch 


© 


Torn LcftS Right, Look Up 5 Down 


« 


Jump 


o 


Previous Weapon 


Q 


Mux* Weapon 


ft 


Aciion 


© 


Attacb'Wieltf Weapon 


• (pressed down) 


Aim Mode Toggle 


D 


Fire 


B 


Reload 


& 


Sniper Zoom 
Toggle HUD 


-8" 


Call HQ 


Bjfl 


Pause qsme and goto Pause menu. 


4Wnr 



A* Flo* Ttqgla Q ■ 
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Fir* Q 

Jump 

lnyqln Uracil 
HmIii;-.;! 

Hurt Wuprjii % 






v 



— V"^ 

Aim,<laak $ \ 



MENU CIINTIMILS 

Highlight Menu Items Gj$ or 

C ycfE Choic o a/May g Slide rs ffi or 



Select-'Confirm 
Exit/Cancel 



JB_ 
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COKTllOLLKR CONFIGURATIONS 

Choose the controf configuration ttial best fits youi gaming styte, 

* In this manual, MOH Sharpshooter r> previous pagel controls are feed as 
the defaults, 

^ To switch to other configurations, go to the Options mono |>- p. %). 
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Med&i of Honor Frontline drops you behind enemy linos in the Europe an 
Campeign against the Germans, Through nineteen missions rendered in 
startfingly realistic detail, ynu must carry the fight into the heart of Get many. As 
Lt. Jimmy Patterson, you take pn the most -critical rescue, recon and demolition 
missions in the Allies desperate- attempt to retake France, slop the Germans, 
UnccVW their plans, and steal their secret weapon. 

FEATURES 

* Si» missions with at least 2 levels in each-all based on real World War II 
events. 

* Highly detailed 3D environments and high-performance graphics engine. 

* Fifteen authentic WWII weapons, including the Panzerschreck rocket 
launcher, MG4Z mounted machine gyn, and Browning Automatic Rifle. 

* Forged ID papers and disguise kits gel ye u pest guards and into the heart of 
the enemy. 

* Original orchestral score by acclaimed Medal of Honor composer Michael 
Giacchino end sound effects by the award-winning Medat of Honor 
development teem. 

*■ Authentic look, feet and sounds of World War II, thanks to Russ Lee r HQ-IX 
expert at the Smithsonian Museum and renowned technical consultant, Capt. 
Dale Dye. 



FOR MORE INFO ahoutthis and other Electronic Arts" titles, check out 
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Before you get started, you should explore the menu screens to get familiar with 
the features of M&dsl of Honor Frontline. 

MAIN MENU 

Start a new game, load a previously saved game, change options, or get a little 
history from the Main menu. Or, uegin a Multiplayer session. 



PUff.EEGflANFA'DAWE- 

MULTIPUWEHiSTAITA 
MULTlPLAYffi GAME FDR I- 
TaiPLAYEFSl*-P?:i 

QPIttN&MUItSTAII HI.. 

ALDID.AND SL5T1LE 
SFTT|NGS.!> ? i\ 




GAUIR* lEAHW VORE 
ABDLiTlHEPEAL 

«JE30*DM 



HEVIPW *SR5Wl 

^KK^iSuNruifiL-fthia" 



starting a mm GAME 

NOTL: Default options are listed in hold in this software manual 
To begin a new game: 

1, From the Me in menu, highlight. PLAY and press ©. 
t The Mission Log screen appears. 

3. To begin a new campaign, press *#/£* to highlight the Savc/Load/New 
Game options, 

3- To begin a new game, press #/? to Select NEW GAME. 
Then, press 0. 

4 To load or save a game., press &/? to select LOAD GAME or SAVE GAME. 
Then, press Q. For more Information, > Load/Save on p. 19. 

4. In the Difficulty screen, select the difficulty level for your game. 

■> To set your difficulty, press £/? to highlight your choice. Then, press Q. 
* for more information un the difficulty levels, > Difficulty on p. EL 

5. in the Ch.oose Controller Configuration screen, press hS^Md select the 
controller. TTien, press©. 
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+ You can choose from a wider variety of canr.ro II or configurations through the 
Options scroco. For mofG ^Formation, >■ Options below 

E. AflE r you review the controllers in your selected configuration, ptess © to 
begin the campaign at Normandy. 

NEXT MISSION 

If you have loaded or started a game, you can proceed to the next mission in the 
game. 

<■ In begin a new game whan one is loaded, select NEW GAME irt the 
Load/Save menu. > ioad/Sai/e-Dn p. 19. 

OPTIONS 

From the Options screen, yau can enter passwords and secret codes,, as well as 
change ajdio, difficulty and controller settings. 

£ To select an option r press -ft fab- and press 

<> To return to the Main menu, press @. 

PASSWORDS 

Your USE controllers may place passwords in the local media (such as gaming 
magazines and websites I . Enter these passwords into the Enigma Machine te 
unlock a Bonus. Alter you enter a password, a now extra is available in the 
Bonus screen. 

<y To select a tetter, press 3&f- and press ©. 

* To enter the selected password select SEND and press ©. The password is 
entered. 

^ To get tn the Bonus screen after entering a password, press $ to return to 
the Options screen. Then, press -ft/ft- to highlight BONUS find press 0- 

BONUS 

•k A Bonus can unlock cheats and spec iat features. 

♦ Ta highlight a different secret code, press &/®. 

<> Tn toggle use of a highlighted secret code, press © 
v- Tu go back to the Options screen, press ©. 

CONTROLLER 

^ To select a different controller configuration, press *-tffrttfe-* to highlight the 
controller on-screen and press ©.To browse from the available 
con Figure lions, press ^/ft-. To select a configuration, press 0. 
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INVERT Y-AXIS 
CROSS HAIRS 

GRENADE COOK 

VIBRATE 

AUDIO 

SOUND EFFECTS 
MUSIC 



When ON, reverses your up/down axis. 

When ON, the aiming cross hairs are on-screen at all 
timos. 

When DN, you can hold on to the grenade and shorten tho 
amount of time it takes tu explode, 

When ON, your controller vih rates based on game events. 

To adjust volume level For sound effects and ambient 
sounds in the game, press 0. 

To adjust volume level for music in the garne r press © 



iYOTE: You cannot change trie type of sound within ttie game. To change your 
sol rid mode, go to the Xbox Dashboard. For more information, see your 
Xbox do corient.il i ran , 

DIFFICULTY 



EASY 
NOHMAL 



Player is a skilled marksman, and heals fully between 
levels. Enemies are new recruits. 



PI aver and the enemies are evenly matched and seme 
healing occurs between levels. 

H AR □ This is Wa r! You r enem ies are truty da ngerou s a n d no 

healing occurs between levels. 

SUBTITLES 

-fr Whon ON, subtitles mr^ displayed tor non- English dialog in the game. 

GALLERY 

In ttie GalJery, you ean meet all of the people that have made history come to 
life. 

♦ To see the Credits, press ©. 

£ To go hack to the Options scteen, press @. 
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To succeed at your missions, you noad to koow ynur weapons, objectives and 
controls, for success comes from knowing more than just how lo aim and shooL 



so.ian wrmK 



MAM^MrAniA 
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WEtfCM AMD AMMO 
INFORMATION 



On the game screen, you should pay regular attention to the compass and 
health meier, Also, you should he aware otyaur ammo levels, 

From time to time, important text messages appear aLtho top af Log screen. 

The following cootrols are far ihe MOH Sharp shuoler controller configuration. 

-£- To toggle display of the HUD, p*ess*#. 

MOVEMENT COKTllOLS 

-£ To move forward and back, move #/ f . To straff bit and right mwe 

-mm-. 

- iS 
^ To look up and dawn, mova # / T . To turn left and rioM, move *W i #*- 

* To center your view, diet ®. 
■> To jump, press 

v To toggle crouching press <f|. 

* To perform an action, press 0. 
WEAPONS CONTROLS 

* To fire, pull [3. 
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v To reload, press ®. 

* To cook b grenade when the option is ON, press © wtiile pulling and holding 

i 

& To use your next weapon, press % To use the previous weapon, press Q. 
v To melee attack with the weapon, click $ . 

* Vou can use Aim Mode to zoom in and get better aim on a target. For more 
information, > Aim Mode on p. 13. 

MISSION OBJECTIVES AMI 0TIII-R CONTROLS 

Before n mission, you can review the objectives intfie Briefing screen. During a 
mission, you can re-check the objectives as you accomplish them intfie Pause 
Screen. 

* To pause the game and view the Pause Screen, press E j^ T . > PmiSQ on p. 14. 

COMPASS AND HEALTH METEH 

Pay attention to your compass. In addition to assisting in navigation, tha 
compass can be a lifesaver. 




DIRECTION iNDl^TM — \ 
HEALTH HFm 
HI I LOLAi.'JN i^DlL^I UH 

When you are hit by enemy fire, a red flesh appears in the qnadrgot of the 
compass from which the shot came, As you take damage, the ring around the 
compass shrinks r changing from green to red r until tfie ring and your health are 
gone. 

<?■ To toggle display of the compass and health meter pod annrnp counter, 
prnss . 

HEALTH 

To restore health, look for the following itoms: 

MED I CI N AL C ANTEE N Resiu res 1 0% oi you r tota I he a !:n 

FIRST AID KIT Restores 25% of your total heallfi ** 

Fl ELD SURGEON PACK Restores 50% of you r tota I h a a lih , } | 



WEAPONS 

In the Sower-right coroerof the game screen, you 
ammo you re carrying for the selected weapon an 
remaining in the loaded clip. 



can see the total amount of 
d the amount of ammo 



PISTOLS 










Weapon 


Accuracy 


Rale of Fire 


Damage 


Clip Capacity 


Colt .45 


3 


m 


10 


7 


Walther P38 


3 


2fl 


9 


B 


Wchloy and Scott 
Siencud pistul 


3 


40 


ID 


7 



RIFLES 










Weapon 


Accuracy 


Rale ol Fire 


Damage 


Clip Capacity 


Ml Garand 


2 


30 


12 


B 


Springfield '03 Sniper 


1 


40 


16 


5 


STG 44 


3 


S 


10 


3D 


BAR 


3 


9 


to 


20 


Gewohr43 


1 


4fl 


16 


10 
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Weapon Accuracy Rate of Fire 



MP40 
Thompson 

ttltFJMIIKS 

Weapon 



Damage 

6 
6 



Clip Capacity 

37 

20 



Accuracy Rate of Fire 



Marie. II Frag Grenade MA 

Stielhandgranata NA 

HEAVY WEAPONS 

Weapon Accuracy 



NA 
NA 



Damage Clip Capacity 



Explosion 

Explosion 



Shotgun 
Bazoofca 
Panzerfausi 




Rate qf Fire Djynajg 



NA 
HA 

Clip Capacity 



55 
ZOO 


5-75 
Exp, 


200 


Exp 



AMMO 

Each class ot weapon has a type ot ammunition that it can use. Ynu can find 
ammo during the course of your missions and use it 

♦ To reload, press Q. 

Even if you are out of ammo, you can still swing your gun to club enemies in 
hand-to-hand combat, 

O- To attack with the weapon, click #. 

^To use your next weapon, press % To use your previous weapon, press Q, 

weapons modes 

In addition to using Lhe arsenal a I weapons that you may find, you should be 
familiar with any zoom features or stationary wea poos thai you may encounter. 

AIM MODK 

Aim Made le's you focus on getting a good shot on a slaw-moving or stafiooary 
Largot. When you enter Aim Mode, you utilize too nimiog sight or The scope of 
your currant weapon god steady your aim, heart, and movements to hit the target. 




■AMU3 3U55M5 



♦ To to&gja Aim Moda, pull and hold Q 
v- To zuom in aod out, press tffc' I . 

* To move your aim left or right move -#,'» -. 
<^ To fire, puM Q. 

*ii\ i >iim \( i >n:\ is 

Vow may eocounter and ho able to man stationary gun emplacements behind 
enemy lines. Usually, these weapons are heavy-caliber machine guns and can_ 
quickly clear en area for you. 

<> To man a gun ompfa cement, move ioln position behind fho wag poo 
and prns-sO 



ITEMS 

You can pick up mission orders, keys and other hems to assist you in completing 
your mission. 

* To pick up an item, press ©. A text message indicates ttial it's been added to 
your inventory. 

Attar an item is. cdllected, the item is automatically used in the location where it 
is naaded. 

pause screen 

Von can pa us a the game at any Lime to review objective a or to end your game 
through the Fauna Screen. 



CQMPLFED G3.*CTk'E3 
REMAINING C3_ECTK'E5 




£ To pause the- gam a and viowtho Pause- Screen, press '*!» 

Hie Pause- Screen lists your obj actives for the current level with a check in the 
hex next to all objectives \h&\ have been completed so far. 

♦ To return to the game, press *•%- to highlight CONTINUE and press © 

<> To quit your currant game, press *#.'&* fn highlight QUIT and press Q. On 
the next screen, press Hp/® - to highlight YES and press 0. To choose to 
save the game (> Lmt/S§y& Garner p. I9L replay the mission or return to 
the Mam Menu, press &/<? and press in the Quit screen, 
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ALARMS 

Same facilities that you infiltrate are equipped with alarm systems. Enemies 
alerted to your presence may set off the alarm to signal others You can turn off 
alarm system s-er turn them on to draw out and ambush tie reinforcements. 

^ To -activate ordssabN an alarm, press 0. 

<£- To destroy an alarm, stand back and shoot it. 

GETTING AROUND 

A good agent behind enemy lines finds ways to move quickly towards his 
objectives wrth a minimum of interference. 

hopping a mm 

A number of your contacts may provide rides for you through enemy territory. 

They are undertaking significant risks ta do in. jf possible, avoid engaging 

enemy units in fire, but do not hesitate to defend your vehicle and agent if end er 

attack. 

To hop a rido, press Q. 

MStiUISKS 






U\FDRMIli;&J!5E- 




A good disguise is an enemy uniform and a pass. Whan disguised, avoid 
movements that may attract unwanted attention, such as arming yourself, and 
present your pass when it is requested. Hem ember that you are one man 
against an entire army, su it is best to avoid combat. 

4 To acquire a disguise, approach an enemy uniform. 

To pros ant your pass, pull Q. 
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YOU It BUDDIES 

Depending on the mission, y/nu may find yourself worfcingj with others. In mast 
cases, you are the mission leederand fECeivE important information from your 
hud dies. You must do what you can to protect your buddies so thai they can 
complete their assignments for the mission. 

MISSION RATINGS 

At the end of each mission, you receive a rating based nn your performance. 

BRONZE STAR Complete level. 

SILVER STAft Complete love I and neutralize 95% of the enemy. 

GOLD STAR Complete level, neutralize 35% o ; the enemy and maintain 

75% health. 

-k If you receive all Gold Stars for the levels in a mission,, you receive a earnest 
medal. 

HE M lltl>S AND Ml IHIS 

Excellence has its rewards, If you perform well enough, you may be eligible for 
mission and campaign medals. 

MISSION >N [HALS 

For heroism, valor or meritorious service while 
serving in The Army after G December 1941. 

For heroism involving tho voluntary risk of life 
under conditions not involving conflict 

For sen/ice in tha liberation of the The 
Netherlands from Nazi occupation. 

For exceptionally meritorious conduct in the 
performance of outstanding services and 
achievements by key indi vidua Is. 

For heroism or extraordinary achievement while 
participating in aerial flight in any capacity in the 
Armed Forces. 

For exceptional meritorio us service to the Army 
in a duty of great responsibility rn which 
performance is clearly exceptional. 

For any act of horn ism that is so pKfraonclinary as 
in sot the individual apart from his comrades. 
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ARMY COMMENDATION 

MEDAL 

SOLDIERS MEDAL 

DUTCH WWII 

COMMEMORATIVE CROSS 

LEGION OF MERIT 



DISTINGUISHED SERVICE 
FLYING CROSS 

ARMY DISTINGUISHED 
SERVICE ME DAL 

DISTINGUISHED SERVICE 
CROSS 




BRONZE STAR For a single act or meiitorious service 

accomplished with distinction while in the 
military service of the United States. 

SIJ-VE R STAR For g a II a ntry in action agai n st an en a my of th e 

United States while engaged in military 
operations involving conflict with an opposing 
foreign force. 



END OF GAME Ml- II US 

At the end of the game, you can earn a medal based on your performance 
through all the missions. Iryou are good enough, you may receive the 
Distinguished Service Cross 

IlA * TIF: If you complete all levels with an Excellent rating, you receive a 
secret bun us award. 
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The Distinguished Service Cross rs awarded in recognition of 
extraordinary heroism in connection with military operations 
against an opposing Armed Force. 

This commendation is presented to a person who, while serving 
in any capacity with the Army,, distinguishes himself or herself hy 
exlraordinary heroism while engaged in an action ageinsLan 
enemy of the United States- while engaged in military operations 
mvolving -conflict with an opposing/foreign force- or while 
serving with frigndly fg-rnign fences engaged in an armed conflict 
against an opposing Armed Force in which the United Stales is 
not a belligerent party. 

The act or ascts of heroism most have been so notable and have involved risk of 
life! so extraordinary as to set the Indiudoal apart From his or her comrades. 

Inaogurated in 1B62 in the middle of the Civil War r the founding legislation sought 
to create 2,000 Modes of Honor Lo be presented "to such non-commissioned 
offices and privates as shall most distinguish themselves by their gallantry in 
action, and other soldier-liko qualities,, during the present insurrection.' Since the 
awarding nf the first Medal of Honor to Army Private J e cob Parrot in IGGj] for 
crossing Confederate lines to destroys railroad, aftor millions of man and women 
have served their country through The six subsequent major wars, pniy 3,433 
individuals have risen to the challenge to embrace tfie qualities that warrantttiis 
great distinction. 

;iBorr in i- congressional m- oil of 

HONOR SOCIETY 

In 1&4G r the Modal of Hon or Society was formed to uphold the quahtios of the 
Medal of Honor and to provide assistance to indigent recipients. Whether they 
became millionaires or laborers in peacetime, the CMQHS seeks to promote a 
brotherhood between recipients, for there are no 'Winners' of the Medal of 
Honor and no victories on the battlefield without brothers to protect in so 
protecting, a number of recipients have given the ultimate gift to their brothers 
and their country. In their memory and those who have subsequently passed on, 
the CMQHS retains the record of their valiant actions. For living recipients, the 
CMQHS seeks to promote foil end vibrant lives in peace for these living symbols 
otwhat it means to be en Americen. In tamos of doress r Americans need to look 
no further than the Congressional Medal of Honor Society for rho values of 
valor, respect and honor across the spectrum of American 
backgrounds- the values that make this country great. 

Electronic Arts is privileged to participate in the Society's 
contiriohg educetion and awareness efforts on behalf of the 
Congressional Model of Honor and its recipients. Ynn can learn 
more a boo! the Society and the recipients at the Society website: 
www.cmohs.cirg. 
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In Personal Records, you can review the medals and statistics that you have 
accumulated In the current campaign. 

fc To review Player Stats or Medals, press i/^ and press Q 
PI A\ I IE STATS 

Player Stats include ail of the firing and target information from your current 
game, including the overall Gunnery Evaluation. 

<r To relum to the Personal Records screen, press ($). 
JMhUALS 

In your Medals case, you can review the medals that you have earned, 
^Td review your earned Medals, press ^ in any direction. 
<$ To return to the Personal Records screen, press <||. 
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From the Mission Log screen, you can load and save games. 

save <;-i hi-: 

1. To save your current game from die Missson Log screen, press *#%-te 

highlight the Save/Load/New Game options. 

2. To save a game, press efc.'*? to sefcect SAVE. 
Then, press © 

3. In the Save Game screen, selocrtho device to which yon want to save the 
game: HARD DISK or Ml. Press ©. 

4 To save a game to a new file, press #,'& to select NEW SAVE 

s-To overwrite an existing game, press cit/ 1 ^ to select the saved game. Then, 
press ©.The game file is overwritten. 

5. In the Enigma Machine, enter the codename for your saved game. When 
finished, press © to save the game. 

£ r You are returned ro tho Mein mene. To begin play r press -^/#+ lo select 
PLAY. Press ©to begin. 
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1. To load your current pa me from the Mission Log screen, press -»'#- to 
highlight the Save/Load/New Ea*ne options. 

2. To In ad b game, press &/? to select LOAD GAME 
Then, prEss ©. 

3. In the Load Game screen select the device from which you want to load the 
flame. Press©. 

4. To losd a gams, proas £/"** Lo select the gamE. Then, press © The gamE is 
lpadad. 

5. You are returned to ttie Main menu. To resume play in the loaded game r 
D-Button *-* to select Next Mission. Press © to begin. 



MIJLTIPLAYEK 
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In Muteiplay&r games, two to four players can compete against each other or on 
teams. You can also configure your starting health level maps, weapons, player 
models, and other gaming options. 

♦ To crflate a mulriplayEro i a r re 1 salect MULTI PLAYER in thn Ma<n meni*. 
-£ To join the multi player game, press Q on your controller. 

♦ To return to the Main menu, press © 

GAME TYPES 

The type of game depends on the colors selected for each player in the 
Character Options screen. For more information, > Character Options Screen 
on p. 21 

When every player uses a different color, the game is a Death match. In 
Deathmatch, it's every man for himself. 

A ThE winnEr is thn first player to reach the Score Limit or the one with the 
highest scors when the Time limit is reached. 




TEAMS 

When two or mare pfayers have the same col et, the gams is a Team Same, 
Players earn positive points only for defeating playErs of a differnnt Eolor. If 
Friendly Fire is ON, players can lose points for defeatipig players on their own 
team. A Team Score is the sum of the scores of each player on the team. 

■k You can have tsams af unhalanca-d numbers, such as 2 vs. 1. 

(H lit HI 'fill OPTIONS SCREEN 

In the Character Option screen, you can change the- name of your charaEter, 
your model, and the team to which you belong. 

<> To change the name of your character, press #/f T to highlight NAME. 

Press 
♦ To change your controller configuration, press $f^v to highlight 

CONTROLLER. Than press Q. For more information, > Mukiptayer Confiotler 

betow. 

■^ To change your advanced npLians, press &/& to highlight ADVANCED. Then 
press b. Fflr more infErmaTion, > Advanced Options below. 

<- To continue, press ^/^ to highlight PLAY. Then pru^s Q. 

\m\\vm options 

Under Advanced Options, you can tweak your controller settings, set your 
sorting health level, and toggle display ul the radar mi ihu game screen. 

+ The Advanced Options screen is very similar to the single-pfayer Controller 
screen, except tor the options listed tiefow. For more information on unlisted 
options, > Controtianm p. B. 

J> To sEt the starting health for your playpr, press |t/$ ta highlight HEALTH. 

Then, +&t&+ to change youf starting health IeveL 

■G To return to the Character Options screen, press @. 

MILIIIMjIYLR t OCTROI LI It 

In the Multi player Controller screen r you can select a controller to use from the 
preset configurations or one of four custom configurations. 

<?■ To saluct a different controller, press -^ft\ Then p*ess Q to return to the 
Character Options screen. 

NOTE: Custom configurations must be set up from the Main menu Opticus menu 
before you can seleci them in multi player. A saved custom configuration 
requires ana slot an your memory can). 
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a un: options screen 

After all players have [a-ined and selected their character and controller options, 
players can select trie options for the gama. 

PLAY Btsyiri g. a m e with sele cte d o ptions . 

WEAPON SET Select the set of weapons available in the game. 

MA P Sel e ct the map to pf a v in the game. 

TIME Choose the m a* i mu m Time a ISo wa d fa r th a game . 

KILLS Set the score to win the game. When one player or team 

reaches this score, the game ends. 

FRIENDLY FIRE When 0N r you can suffer damage from your tea mmates- 

MUSIC Select a music track La play during ihe game. RANDOM 

plays random tracks in the game. 

HIIL'liPLAVER GAME SCREEN 



icuiiims 



-MVH^HV- 



KMNBAMEMEA^- 




I^PmCFST^ 



AW7\Wi>ZM UFT.W 
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The Multiplanar Game screen is similar tn the one used for single player. At the 
top of the Multipiayw scfo?n r you can read messages about activity happening 
in the game. In tho top- right corner, you can read your score and the score to 
reach in order to win the game. 

When you run out of health, you are defeated. You re spawn at a random 
location on the mep. 

o To pause the game, press *» . For more intormatiori, > Pause Svreen 
on.p. 11 

MOORING 

Players earn 1 Kill and" 1 Point for defeating an enemy. If F r iendly Fire is ON, 
defeating a teammate earns you 1 Friendly Fire credit and costs you and your 
team 1 Point 






Iti \ i h>t mi ft i Wr.\H I .i: ii is 

Lo-ad Ousiyiur: CI - 1 C=:ihh 

Lead Engineer Asin Nuse->i 

Graphics Engineering Lead: Stecc Agostoi 

Animation; Kev-n Scnart 

Lead Sound Design: Erik Kra k 

Lead Adhrt: Vanessa Milei 

Lead Character Aflisl; hen Ang 

Lead Al Engineer; D^jghas H Mu- 

Test Lead; Randy flirty 

Concept Artist Matt Hall 

Mi-u.il HI- llOMUL llL 1\h lltSJ 

Executive Producer Hick Giolita 

Senior Producer: Tarrr a Williams Jr. 

Dewlcpmcnt Director: E'ct: Closo 

Producer: M it Mrrsul:- 

Associate Development Direclof. Mike Kosanski 

Assistant Producer. Richard Kare 

DDay Producer: Brtiriy. Bell 

Projccl Manager: Bobby MoIdavDr 

IImi uni 1 1- im 

UKipHrs - BiHiryGei!. u.-:i:ir Gaulle. .Ii.iir [-asfi, 

Ly.in Hhi ism i, Tim Ung, Dav& ""J - :■■!' 

Engineer*: Rinharn BttitM, Mad Eslin^r, Bradley 

Fftige/ald, Jnrdan £ Johnson. "Run McDe'Jitt *lene 

k:\\ hk, Marshal! Riihm 

3D Envrreruneit Arfe Trislur Brett,- Je-r.'y 

Kawafcivk, Kv> Vtotfisic. Stephen Ratter, Ero 

Sftrrnii:, Jcnn j? wicker 

Animation: Ken frinjiono^o, fied sshinine. Lome 

Kra^u. Dhvh Kwy, Kevin SchaHf 

Charade* Designer: Wn Chan 

WeannntfCfuracter Aflijl: Scott Eatoo 

Character Ftiq^inq: "hin-G'irii: I in-n: 

Sound Design; Jsremv Hall, Rebecca H^oc^Yuao 

Lin, : rin ShenhyiL' 

JhbV 

Assistant Test Lead: vVi«l Drees 
test Team: Darren Abney Man Anaya. 
Brian Douglass, Liikc Jozwiak, Jason 
Ghelsten, D creek Queza, Calvin Wong 



Additional Testing: Wii ha n Lee, Steven Lin, 

Lws Sempe 

Mastering Lab: Darren Seghesra 

■Vilili nnal Engineering A^istance: flussell Kay, 

jDiialban "fr\ f j" Ackerly, Mike Hennie, Chns 

Hi!!- EUII, DuwClIWiin 

1 tUiKAl UliSK^ 

Gallery Mouie and Dialogue Editing; Dairy Bllson, 

Pbl DnVlHg 

|x riiiE-v.vLiuri.ii. Hii vi i tHMii ;^y 

Afttfka Vlassunoto, Dttptit Briieoio, Lafayette 

Taylar 

Localization Engineers; Ken Al^n, Pedno Arroyu, 

Pno.ji:rr Vi*\m nxvrs 

Mililary Adviser Cap! B:!c ftp USMC I Red 

Nil bin 

EA Lde Angeles General Manager Jn-hr Baler 

CtiierTenfinDlogv Officer Sikv^j Anilersur 

IT Director SiFKie ftmnld 

Nelftork Admiiistr^tar: ,!:ik ^i: nl.i- 

IT Supfinri: SI-huh Rol'iiir.ii, lay Robinson 

Di reclnr irf flA; F ■.■ h r i R ■ : i ■,■ 

FacilHiHs OparatiiHiH Manager: Mim Our can 

HR Manager; Garni Bickner 

M HLhtfri.V; .15* PUIILIC IllJAlKMS 

Direclor of Martceling: Jillian Godc^rg 

Product Marketing, Manager. L icoln 

Hc r s^hbcnccr 

Matteliig Assistant: Gaue Rasci 

Eumpean Product Mannojen Audrey Mochar 

European Marketinpj Directs: Jena- hsn Juney 

Public Relaliens Oirectcr Anne Marie Stem 

Public Relaliens: ^eve G-'oll 

Package Project Management: Join Bums 

Package Design: Hamagami Carr-Dll a Acetates 

Package HlusJratiani'PholaflrBphv: Harnagami 

Cane- BL.flssotia:c5, Vial Hail 

Docamentatioi: fetw ulson 

DocpaiefTtjtioi Layout Big Idea Urc-jp Inc. 
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